7 
a] 
> 
TT] 


JN D 


ARE YOU 
SURE 
THESE ARE 
ZOMBIES? 
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NE SATO THERE’ BE 
ZOMBIES. 
<< 


THEY SMELL 
50 BAD. 


I KINOA THOUGHT 


A 
GANG I BUSTED LAST 
‘MONTH. 
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ONE OF THEM SATO, 
IT SAIO IT NEEDED MY 
ARMS. 


OUST GIVE US A CALL. 
SCORT YOU TO YOUR DOC 


DOCTOR LY MEAN 
HENDERSON _ T Wk YOU. 


AY, 


THE Way. 
Y CARO. IF YOU E\ 
PROBLEMS CA 
AWAY. 


IT LOOKS MECHANICAL TO 
I WAS RIGHT ABOUT THEM 8 
;OBOTS. ROBOTS WITH FLESH. EMM 


I 
THE PAPER, 


ED TO 
THE-LIVING DEAD T4PE 


20 YOU THINK? 00 W 


Hat € 
UT THIS ZOMBIE-ROBOT PTE 
You in 


HEY THERE LITTLE 
SISTER! 4OuU'RE 
CALLING EARLY TODAY, 
WHAT'S UP? 


ACTUALLY WE SUST 
GOT BACK, HOLO ON A SEC, 
LEMME GO INTO MY ROOM, 

CLARISSA'S MEDITATING AND 

I OONT WANT TO 
DISTURB HER 


I OUNNO EXACTLY, 

L THINK IT'S GOT SOMETHING TO 00 

WITH HER MAGIC OR WHATEVER. I’M VERY INTERESTING. 2’ 

ALITTLE FUZZY ON THE DETAILS. I FIVE HEROES THIS WEE! 

PROBABLY WOULONT UNOERSTANO IT fIK\ SIMILAR STORIES, $0 I STOP 
W NOT UP ON THE WHOLE ELLING MINE: 


VOODOO/MAGIC THING 


YEAH, YEAH, 
L KNOW. I’M NOT 
COMPLAINING. 


LUS ON THE 
30" FLOOR, $0 
AMAZING 
MIAME, BUT PARAGON CITY 6 LEVEES peo ie 


BEAT UP OURING THE WAR THAT REL BUSOMEIIME! 


STILL OIRT CHE: 
- ALOT OF FOLKS HAV 


I RNOW, I KNOW 
BUT TRUST ME, IT 00% 


$15, I GOTTA GO. I HEAR 
CLARIS9A MOVIN’ AROUND 
OUT THERE ANO I NEED TO 

TALK WITH HER ABOUT THIS 
IBIE-THING WE FOUNO. 


THERE ARE AT 
LEAST FIVE OTHER 
HEROES 1h) 


BUILDING TOK 


LATER, I 
GOTTA RUN. SAY HI 
TO MOM. 


HAT A GOOD THING’ 
BAD THING? 


LISTEN MAN, 


ARE YOU A FLYER? IF YOU 
ARE THEN YOU KNOW WHAT 
7S LIKE UP THERE! WHEN THE 
SUN'S COMING IN) LIKE THIS 
AND REFLECTING OFF THE 
BUILDINGS, I1'S LIKE TRYING 
j \ \ TO ORIVE WHEN SOMEONE 
UST HAPPENED - . 5 COMING THE OTHER WAY HAS 

188 YOUR OW = Va . } THEIR BRIGHTS ON! 
APARTMENT. THE RK 
APARTMENT WHERE YOW 


K 11'S OK 10 FLY 4 OT THIS KINO OF NET CONTRAPTION SET UP Ik) MY 
OWN WINOO R SORT OF LIKE THE THINGS THEY USE ON AIRCRAFT 
CATCH THE PLANES WHEN THEY LAND EXCEPT ITS A 
FULL NET WISTEAD OF, YOU KNOW, AWIRE, 
TWAS SUST GETTIA 
VE THIS REMOT 


TRIED TH 
FIRST BUT I 
MISSING IT SO I 


YEAH. T MEAN NO. 
NO ONE WAS CHAS! 
YES, I DECIDED TO...UM 
GUESS: : 
BUT I'LL PAY FOR YOUR] 
WINDOW, I SWEAR, 
THIS HAS Wi 


6 OUT AND 
IWA 


SURE YOu 
fe IT YOUR BEST. 
OWIEIO 


WORRY ABOUT 
WINDO! 


I FOUND A SERIAL 
NUMBER HERE, SEE? 


I cur i OFF OF 
ME KIND OF 
ROBOT-LOMBIE 
THING. 


OH YEAH, LOOK AT 
THAT! WE SHOULD BE 
ABLE TO TRACE THE 
PART THEN, MAYBE FINO 
OUT WHO'S MAKING. 
WHAT O10 YOU CALL 
THEM? 


ROBOTS. 


7 1 BET WHOEVER wor 


THEM HAS A COOLER 
SOUNDING NAME FOR 
THEM. 


WOW, THAT’ 
WEIRO THO 


I WOULO HOPE $0. 


OK, UNLESS THEY TRY TO EAT 
YOUR BRAIN). 


ME, BUT ON TWO CONDITIONS. ONE, 


NOW, GIVE US A 
MINUTE TO GEAR UP, 
AND WE'LL GO SEE 
THIS LADY FRIENO OF 
YOURS HORUS. 


ANO CLAR. 
WAR WITCH, YOu 
/BURN/FRE 
ST 
THEY LOOK 
SHIFTY. 
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UNLESS THEY 
TRY TO EAT MY 
BRAIW. 
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NIRS AME: 


LOON'T SEE ANYONE. 
OR HEAR ANYONE FOR 


THOSE GUARDS WERE OUT THERE 
FOR A REASON. LET'S CLEAR THE 
ROOM FIRST - MAKE SURE NO ONE 
SE IS IN) HERE. 


YOU KNOW H., I THINK THE 
EAKY GUYS WITH AWIVES 
M UTSIOE 


D 
THINK I FO) 
SOMETHIN 


C'MON, FOCWS 
HERE MAN! THERE'S 
|ETHING OUT 


THERE. 


THE FASTER THE 


BETTER H/ 


OH GOD...NHAT IF HE PUT ZOMBIE 
PARTS IN ME...? 


OUR FRIENO 
SH 

See 

SUMPED H 


TO BE CONCLUDED NEXT MONTH 
IN) ISSUE 2 OF C/TY OF HEROES/ 


You stand silently on a roof-top high above 
Paragon City, watching as the full moon rises 
wavering through a distant haze. Below and 
beyond, the city has become a glittering jewel in 
the falling night. Unfettered by the bounds of 
gravity, you launch yourself effortlessly 
upwards. You soar among towering skyscrap- 
ers, a steely-eyed hunter, ever vigilant, ever 
ready to battle evil. You are the hero! 


Clad in a distinctive costume of your own cre- 
ation, you are the living embodiment of justice 
and freedom. The beleaguered citizens of 
Paragon City are in awe of your abilities. The 
villains tremble at your approach. This is your 
super-powered destiny. Your childhood fantasy 
come to life. Within this massively multi-player 
online role-playing game, you and thousands of 
other heroes can live out your fondest, greatest 
comic book dreams. Patrol the mean streets of 
King’s Row alone or as a part of a valiant super- 
group. Battle fierce gangs in the shadowy 
depths of Perez Park. Go on desperate sewer 


SYSTEM REQUIREMENTS 


Minimum System Requirements 

* Windows” 98/ME/2000/XP 

Intel Pentium” II] 800 MHz or 
AMD Athlon 800 MHz 

256 MB RAM 

*4X CD-ROM Drive 

2.5 GB available HDD space 

* GeForce 2 or ATI Radeon 8500 series 
video card 

16-bit sound card 

56k modem 

* Keyboard and mouse 


missions to save kidnapped citizens. In Atlas 
Park, monuments to Fallen Heroes watch over 
you — can you measure up to their heroic legacy? 
Paragon City is a bustling modern city, full of life 
and incredible detail, and it's yours to explore 
and protect! 


Brought to you by Cryptic Studios and NCsoft, 
City of Heroes is the first MMORPG where you 
can confront super villains, aliens, madmen, 
criminals, and other fearsome foes in a fantastic 
3D persistent world. Join thousands of other 
gamers and take on personalized missions to rid 
this modern metropolis of the evil that lurks 
within its walls. 


Prepare for one of the most unique gaming 
experiences ever with City of Heroes — where 
YOU are the hero! 


Features: 
* Create your own hero — choosing from hundreds 
of powers to define your might and mystique 


Create a unique look using nearly limitless 
combinations of costume choices 


Battle evil and watch your powers constantly 
increase, opening up new and dangerous 
encounters while protecting the innocent in 
Paragon City 

Join a super group and formalize your ragtag 
band of heroes into a famous force for good 


Learn from experienced heroes and pass on 
your knowledge to new arrivals with our 
unique sidekick system. 

Fast, intense and non-stop battles atop sky 
scrapers, in dark alleys, and even in mid-air! 


Recommended System Requirements 

* Windows” 2000/XP 

Intel Pentium® 4 1.7 GHz or 
AMD Athlon XP 1700+ 

+512 MB RAM 

*16X CD-ROM Drive 

°2 GB available HDD space 

GeForce 5600 or ATI Radeon 9600 series 
video card 

16-bit sound card 

¢ Broadband Internet connection 

* Keyboard and mouse with scroll wheel 


if 


WHAT IS CITY OF HEROES? 

City of Heroes is a super-powered hero-based massively multiplayer online role- 
playing game. The game is set in Paragon City, a modern day metropolis full of 
-super-powered villains, alien invaders, and underground monsters. Players 
take on the roles of Paragon City's super-powered defenders. Create your 

own hero by choosing your powers and designing your own costume. 


WHAT KIND OF HEROES CAN | MAKE? 

City of Heroes allows players to create a tremendous variety of hero- 

types. Heroes fall into several categories based on Origins and 

Archetypes. Origins represent the basis of your hero's powers: 

Mutant, Science, Magic, Natural and Technology-based powers. 
Additionally, players choose from five Archetypes that determine the 

focus of the hero's crime-fighting powers. Archetypes are based on tradi- 
tional comic hero types and include: Blaster, Controller, Defender, Scrapper, 
and Tanker. 


HOW MANY DIFFERENT POWERS DO I HAVE 

TO CHOOSE FROM? 

There will be over 50 different primary and secondary power sets available, 
This tremendous diversity allows you to fine-tune your character just the 
way you want him and promises a wide variety of new and exciting 
powers as you progress through the game. 


Can | DESIGN MY OWN COSTUME? 

Players design their own costume using our Costume Creation system. This incredibly versatile 
system allows you to mix and match clothing pieces, hair, facial features, costume details, colors, 
textures, and patterns. There are literally millions of different combinations to choose from, 
allowing you to create a totally unique character. 


HOW DO CHARACTERS ADVANCE AND BECOME 

MORE POWERFUL? 

As a hero completes missions or defeats foes, he acquires experience points that will allow him 
to gain levels in the game (thereby making him more powerful). 


ARE SOME STARTING CHARACTERS MORE 

POWERFUL THAN OTHERS? 

No. Every origin and archetype is balanced, so although power sets may be different, all 
heroes will basically start out on the same power level. 


ARE TEAMS REQUIRED, EITHER IN CERTAIN 
AREAS OR QUERALL? 
a ‘th solo and team adventuring in City of Heroes. Players can go 
or create their own self-sustaining super group. However, there 
roup pl 


in heroes—but we certai 


JOUR MONTHLY GUIDE TO PARAGON CITY 


ATLAS PARK 

Atlas Park is the City Zone at the heart of 
Paragon City. No landmark exemplifies the heroic 
nature of the City of Heroes more than the statue 
of the fallen hero, Atlas, that stands in front of 
City Hall. The Hero Chronicles: Fan Fiction 


The statue of Atlas was dedicated by the 
Statesman himself in a ceremony christening 
the heart of Atlas Park. Many heroes were 
inspired enough by Atlas’ sacrifice to volunteer 
for the Freedom Phalanx's trek across the 
Atlantic to help reinforce the Dawn Patrol in 
England. To this day, Atlas Park is the safest 
area in Paragon City and many new heroes dedi- 
cate themselves to making sure it stays that way. 


Throughout Atlas Park and the rest of Paragon 
City are even more statues of heroes that fell in 
battle while defending their beliefs. Newcomers 
to the City are always encouraged to look for 


the information plaques by these monuments to 
learn more about those who sacrificed them- 
selves for the greater good. 


From Atlas Park, heroes can travel South to 
Skyway City or North to Steel Canyon. The haz- 
ards of Perez Park are a short journey to the 
west, while closer at hand within Atlas Park 
itself, is an entrance to the trials of The Sewers. 
But be warned; both Perez Park and The Sewers 
are dangerous places for an unprepared hero. 


Recently, the streets of Atlas Park have been 
menaced by members of a new street gang 
calling themselves the Hellions. No one is cer- 
tain why the gang numbers have swelled so 
quickly in such a short time or how they have 
taken over so much territory, but it is rumored 
that they have some kind of alliance with one of 
the more powerful gangs in Paragon City. 
Unfortunately, no one knows who...yet. One 
thing is for certain: the gang is just one factor 
dramatically increasing the workload of new 
heroes in Atlas Park. 


Government officials in Paragon City are 
responding quickly to this new threat by hiring a 
number of new liaisons to aid heroes in identifying 
troubled locations within Atlas Park. These 
liaisons can be found in Paragon City Hall and 
are a vital addition to the heroic system that 
protects the City of Heroes. 


@  PARAcaN CITY’s PRATT MUSEUM OF ART 


HERO FAN ART: VISIONS OF A HEROGIE COMMUNITY 


“First Flight” 
By Chrystal D. Martin 
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“Sensai” 
By Brad Rigney (Phantom) 
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“Night Patrol” “Blaster” 
By Scott McClung By Mike Catalano 


THE HERG CHRGNICLES: FAN FICTION 


nO FAIRY TALE, THIS 
By Victor D. Lorthos 


We are somewhere in the slums of King’s Row, 
hugging a tar gravel rooftop and trying not to 
make a sound. We are covered in tight cloth; a 
massive frame veiled in black, save for the twin 
white skulls on our chest and face. The woman 
at MAGI warned us of movement among the 
Hellions, a notorious gang of demon worshippers 
and worse. Sounds drift up from the alley. Below 
in stinking garbage pits, wretched humans and 
bad men gather around their leader. Plans are 
made; a rival gang of Skulls will be meeting at a 
warehouse close by in the industrial park. 
Business will be conducted, the leader says, an 
alliance formed which shall bring forth terror. 
The Hellions echo his chants of blood and loyalty 
to dark masters. 


On the rooftop, we are silent, remembering. 


| am bleeding, crawling into a ruined store. | am 
very tired and hurt. Don’t know what happened. 
The deal was going ok, then there were guns 
and knives, bullets and blood, and Danny went 
down and ohmygodohgodohgod... 


lam dying. 


We slip away into the shadows. Leaping to 
another tenement roof, we begin to run, The 
meeting spoken of is not far from here. We shall 


lay a trap for evil in the darkness of a warehouse. 


We jump, propelled by silky dark shadows, to a 
fence, then a light post, then to a cornice, a 
stone figure guarding a crumbling brick building. 
The night wind blows around us, rocking our 
perch. Some would be afraid for their life, this far 
up, but we know life is an illusion. Pausing here 
to gain our bearings, the memories slide out of 
the silence. 


| crawl into a shadow within the ruin, like an 
animal, trying to hide. Outside the store, | hear 
the bad people, the ones who hurt me, searching, 


The pain is too much. My thoughts are crazy. 
Please God don't let them find me. | am terri- 
fied, afraid of dying, afraid of being found alive. 
| was a gang member, a small gang nobody 
ever heard of, or ever will. We made the wrong 
people mad, the people with the skulls on their 
jackets and madness in their eyes. Danny went 
down. | told mom | would look out for him. It's 
hard to breathe now. In the shadows that sur- 
round me, something stirs. 


| am not alone. 


Falling from the gargoyle, we handspring off a 
railing, and hit the ground running hard. King’s 
Row is a place of despair, the twisted industrial 
structures, leaning tenements, and hollow eyed 
citizens a testament to the indifference of man. 
Amnillion small crimes of inhumanity happen 
every day in this place, but we must be selec- 
tive. Over a rusty chain link fence, a woman 
struggles with attackers, purse tightly gripped. 
We don't have time for this now. 


But the shadows will not let us ignore her. 


One of the gangers is down before he knows 
we are upon him. The shadows swirl around 
our body, fists blurring as we unleash fury. The 
second one pulls a gun and puts three bullets 
directly into the white skull on our chest. 
Striking the weapon from his hand, we put him 


THE HERO CHRONICLES: FAN FICTION 


down hard. Before the battle is over, the shad- 
ows have healed our wounds, the holes in the 
cloth closing behind them. It hurts, but we 
know pain is an illusion also. The woman wishes 
to thank us, pouring forth words of gratitude. 
But we are gone, leaping away into the night. 


The shadows are alive. Silken whispers inside 
my mind tell me so. Somewhere a ritual has 
gone wrong, a creature summoned was 
released and now can never return to the 
plane of eternal night from which it came. Now 
it hides in the darkness of the ruined store, ter- 
rified of dying in even the weak lights of the 
city, It is afraid, like | am afraid. It knows | am 
going to die. 


“But there is a choice for you,” It tells me in my 
head. “You and I, we can be as one. | will heal 
you. You will protect me. | will make you powerful. 
We shall be as Brothers.” There is a catch, of 
course. It tells me that once this happens, it 
can never be undone. | will forever be a crea- 
ture of shadow, not quite human, doomed to 
never feel or see the sun's rays again. | think 
about Danny, my brother in life, who | could not 
save. About my choices and the dark path they 
led me on, like a Grimm fairy tale. My mother 
read those fairy tales to Danny and me when 
we were kids. | guess | didn’t learn, because 
those stories had happy endings, and now mine 
will not. | think about things | would change, if | 
could. But | am afraid of the shadow, and the 
pain is so very, very bad. 


“Life is pain,” the shadow whispers, “and pain 
is an illusion. Therefore, life is an illusion. Only 
in death are we made real.” 


When our end comes finally, the choice is easy 
to make. 


Crouching in the rafters of a ruined warehouse, 
we cloak ourselves in shadows under broken 
skylights while evil men plot and scheme below. 
Some of them are Skulls, the very gang who 
first brought us to the door of death, who killed 
our brother. We took their symbol as a reminder. 
Perhaps we should thank them. It took time to 
learn our new powers, to make use of the shad- 
ows to hunt and punish those who do wrong. 
Those who do evil like these villains below us 
now, making deals in the light of the moon. The 
Skulls offer to provide the mutagen Superadine 
in return for supply routes the Hellions control. 
Misery and suffering will be wrought upon the 
unsuspecting. The shadows will not allow this 
to happen. We drop from the rafters. 


We are the Brothers Grimm. 


Our shadow blots out the sky. 


@ THE BEST OF THE BEST 


ICE RIDER 


/ fears of not being able to solo have been put to rest. While grouping is more efficient in many 
respects, the "Lone Wolf’ style hero is very much alive and kicking.” 


“This is the first game I've played where even the character creation is fun. : 
| could spend hours playing with my costume choices.” 


“The most fun I've ever had battling mobs. Finally, leveling isn't a chore anymore! 
You actually feel like your doing your part to keep the streets clean. 
| even find myself attacking low level mobs just to do my job as a Super Hero.” 


“This game is more immersive then any online 
or offline game | have ever played.” 


“Tell your significant others goodbye now, 
because once the game goes live you won't have time for them unless they fight crime.” 


“From character creation, to exploring the city, and running missions, 
CoH pulls you into the world of Paragon City and you never 
want to let go.” 


” 


“A gaming experience that changes every time you pl 


HERO TALK 

Have a question for one of Paragon City’s original surviving eight heroes? Want 
answers directly from such legends as Statesman or Backalley Brawler? Send your 
questions to support@coh.com 


Smell iS the most powertul trigger to the memory there iS. 


A certain flower ord whisp of smoke can bring up experiences long since forgotten. 
Books...smell...musty...rich. the know edge gained from a compulepr is...it has no 
texture...no context. It’s there and then it’s gone. If it is to last...then te getting of 

knowledge should be tangible. lt should be..smelly. 
Gallia sled 


